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Amazing 
Full 
commercial 
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(in NEWS nA 

UJ It's the news! What's going on and Where's JJ^ 



BOOT SECTOR 

This months cover game is Hollywood 
it happening. We'll try to keep you up to Hustler and here's where you find out all 

date with the latest. about it. 



20 



EXTREME RACING- 

A future classic? Here's where you find out 
what the software houses have in store for 
you and this one ain't at all bad! 
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GLOOM DELUXE 

Bigger and better version of a game that 
scored 90% in it's previous incarnation. 
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HILLSEA LIDO 

It's in Portsmouth and it's grey and it 
smells. Can you change it? There's only one 
way to find out. 

ALIEN BREED 3D 

It's awesome and you'll see just how good 
it is when you read our review! 



WORMS 

The best game that I've ever played and 
that's no lie. If this isn't a classic then I'll 
lose all hope for the software industry. 






FEARS 

A few maps to get you going but from 



there on you're on your own. Well we can't 
possibly help you to much can we? 
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'EVERYBODY'S GIRLFRIEND' 
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usic Inspired by the 
Amiga? Strange but 
true! Not to long ago 
I got a letter from David 
Pleasance the ex Managing 
Director of Commodore. 
Blimey, what was this about, 
this is a very high powered 
man to be writing me a letter. 
It seems that he Is involved 
with a company called 
Tangent Musk Designs. They 
are David himself and two 
other partners, Edward 
Fcrmour, who played live on 
the Commodore stand at the 
FES In 1993 and who has a 
long and elaborate history in 
the music Industry, and 
Richard Knox, another of 
these musical types. 




So you've seen our new 
AMOS pages! Have you 
written a game In 
AMOS ? Do you want It 
reviewed In The One? well If 
you do then send us a copy 
and we'll pass It on to Mr 
Amiga to check out! The 
address is, Mr Amiga, The One 
Amiga, 16-17 Hollybush Row, 
Oxford, 0X1 1JH 



Essentially what we have here 
are some talented guys who 
have decided to put together 
an album of music dedicated 
to and Inspired by the Amiga. 
When I first heard of the Idea 
I have to admit that I was 
rather dubious about the 
whole Idea but after several 
phone conversations with 
David Pleasance I decided that 
maybe It wasn't such a 
strange Idea. This project Is, It 
seems, the brain child of 
David himself and together 
with two other talented musi- 
cians he has set about turning 
this idea into a reality. One of 
the main aspects of the music 
production seems to be aimed 
at showing off fust how good 
Amiga technology Is in the 
recording studio. David 




Pleasance Is obviously very 
passionate about the Amiga 
and this Is demonstrated In 
the creation of this album. 
There are fourteen tracks and 
from what we hear it should 
be quite something! David is a 
firm believer that the Amiga 
needs to raise It's standards in 
order to stay in the game. He 
recognises the tough period 
that the marque Is presently 
going through at the 
moment. His suggestions to 
bring the Amiga up to spec 
include the Introduction of a 
standard A1200 with a CD 
ROM. He also feels that there 
are several ways In which the 
Amiga could penetrate the 
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At the time of going to 
print there were 
rumours that ESCOM 
are planning more with the 
Amiga than anyone had origi- 
nally expected. There have 
been accusations that ESCOM 
were aiming to simply have 
one last hit at the Amiga mar- 
ket before concentrating on 
the Commodore PC market 
and development. This It 
seems Is not the case. There 
are rumours of an A 1300? We 
have also heard talk of stan- 
dard CD ROMs. When we 
know exactly what Is planned 
we will let you know but until 
then keep your eyes and ears 
open! 



Music Industry having a MIDI 
as a low cost optional extra 
being one suggestion. Well 
who knows what ESCOM have 
In store for us, Read on and 
we'll tell you! 

If you wish to order a copy of 
"Everybody's Girlfriend'' there 
Is a credit card hotline on 
0181 573 5614 and postal 
orders can be sent to 
"Everybody's Girlfriend", 
Tangent Music, Dial House, 
Unit 6, Peter James Business 
Centre, Pump Lane, Hayes, 
Middlesex, UB3 3 NT. 
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an you believe It- Yet 
again we bring you yet 
another storming game 
with the One Amiga, your 
favourite Amiga mag. This 
time we bring you Hollywood 
Hustler! This Is the game that 
was reviewed in our October 
issue and scored a big 85%. 
Here's what we had to say 



like poker or who like the idea 
of knowing more however 
there are several people In the 
office with no prior knowl- 
edge of the game who have 
ended up really getting into 
this game. You have three lev- 
els of difficulty, rookie aver- 
age and Hustler. This means 
that even as an uninitiated 
player you should be able to 

net I n nrint with ihinnt HpII 




game you 
will ttart to nick tin 



a $ 

been nurtured 
throughout it's creation. 
The developers of this game 
really look on it as their baby, 
well that's the imoression I 



about it 



This game is really good. It 
will probably only appeal at 
first to those of you 
who actually 
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that shouldn't be a problem. 
The play Is based on some seri 
ous research of real poker 
players and the bluffing is all 
involved. Once you get 
the hang of 
the 




— a — r 

all the bluffing tactics that 
are involved and then you will 
start to see what's going on 
and how you can play your 
cards to your best advantage. 
The manual gives you a good 
introduction to the rules of 
the game and from here on in 
it's down to you and 
the luck of the draw. 
You can play cither 
fifteen, twenty-five or 
unlimited hands. This 
game could go on for 
ever? Well 999 hands 
anyway.... " not bad 
hey? There's more... 
"I like this game, I 
mean I really like this 
game. Hollywood 
Hustler is as refresh- 
ing as a cold lager on 
a hot summers day. 
Here is a game that 



get anyway. The whole pack- 
age from the innovative box 
design to the game itself is 
something new. This game is 
nothing like your average 
computer game where you 
face Impossible missions^or 
take on Implausible roles. This 
Is a seriously 
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researched game. 
What game Is it? Well it's 
poker. Straight and simple 
poker. For those of you who 
know nothing about poker, 
let me tell you that this Is one 
of the finest card games 
known to mankind. It Is a 
game of luck, tactics, bluffing 
and money, big money, for- 
tunes can be lost and made 
across the card table. Until 
recently I to was one of the 
uninitiated, now however I 
am worldly wise. Poker is a 
lot of fun but this game takes 
It to new heights. The playing 
screen of this game remains 
fairly much the same 

throughout the game 

The game Is all part of a 
story. You take on the role of 
a man who is having a very 
bad day. You are on Sunset 
boulevard, a strip that runs 
through all that Hollywood 
has to offer, glamour, wealth 
and endless shattered dreams. 
So what can I say. The game 
was priced at £24.95 and 
available through mall order 
but now It's free with the One 
Amiga. 

LOADING 

We still have our rather sim- 
plified loading procedure and 
this month as we have the 
game all on one disk it's even 
easier, no insert disk two 
prompts to follow. All you 
have to do Is stick the disk In 
It's slot and then turn on your 
machine, ace or whatl Well 
you think so 
when you get 
your sticky 
mitts on this 
game. It's one 
hell of a game! 
CONDITIONS 
During the pro- 
duction of our 
cover disc, we, 
constantly 
check to ensure 
that the quality 




of the disc meets our readers 
requirements. Whilst discs are 
checked for virus's, may we 
point out it is the readers 
responsibility to virus 
test the product prior to 
installation. Similarly 
prior to instalment, you 
should check the shutter 
of the disc, to ensure that ^ A 
It has not been damaged In ▼ \ * , _ r-" 
transit. This is best done by » \ I \V— > 
gently sliding (he shutter to \ \ 
the left and allowing it to \ 
spring back. 

Please note that neither The 
One Amiga nor Maverick 
Magazines can be deemed 
liable for any problem arising 
from the use of the discs. 
Installation or running any of 
the programmes on the disc 
indicates your agreement to 
this condition. 
TECHNICAL SUPPORT 
Problems installing the game? 
Then ring our technical sup- 
port line on 0891 715929 
(weekdays 10am - 12.B0pm, 
1.30pm - 4.30pm) who may 
be able to offer useful instal- 
lation advice. Calls are 
charged at 39p per minute 
cheap rate and 49p at all 
other times. Please ensure you 
have the permission of the 
phone owner before making 
the call. 

In the unlikely event your disc 




is damaged or 
simply doesn't 
run please 
return It to 
the duplica- 
tor, Tib Pic, 
Tib House, 11 
Edward 



Street, 



Bradford, BD4 7BH. (who may 
be contacted on 01274 
736990) with a stamped 
addressed envelope and two 
25p stamps. Where It Is a 



duplication fault, the postage 
will be returned along with 
the replacement disc. Please 
note we do not carry stocks of 
replacement discs and all 
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INTRODUCTION 

Hey, target all those Dleops and iiteie .■ 
cartoon chafoctont. Welcome to ihe 
eal work) the real nardcoro gambling 
worn) o« HOUVWOOD HUSTLER! 

HOLLYWOOD HUSTLER i* the product 
Of ■ creative collaboration twtween 
two brothers. Room Keen, screenwriter 
& o»i>e»ienced HonywooO movie woikj 
hustler end Bridge international & 
Mains giad Dave Kaon. PhD e.k o< 
"Tie Doe'. The result 15 the ultimate 
card go mo. not only became ol the 
wholly authentic and compelling nature 
ot tu play, Out also its innovative use 
nl digital graphics and sampled sound, 
winch provide a new and encning 
'rentier of realism. So. now Friday 
night..- Setuidey night. ,. any night... 




Could bt your lucky night funk! 



THE STORY SO FAR 

1 don t know ih> dm nut <l * late Seema Ilk* 
I've been walking mete -1— ■ . lor ever A 
sejn up ahead remiraje ms (hat I'm «r*f on 
Siaiset Sunset Boulevard Am legendary 
MitiwBv Dial rum through the giantc-ii °* 
■laaia it* dreams *io the reghtmara* o> 
Huftyvniud At I nop »r ■ ttreel corner, a* 
tp«y noma ol Marcen lood hits ma tram • 
lit* night Ow opposite the (repressing drone 
ol Alanecnv music mingles wrm the hum of ■ 
noon won liom a no**) club ™<t dw A 
tuiMMn gun of wind snatche* ■! ■ WW i my 
hand. 

It's been one o> those days, voir know DW 
•on 1 meen I ebould've known Htl the 
moment I woke that today waa going mMi 
bummer ... — nti ■ Mortal Bl I twitched an 
Ihe i»i>o to hear • wameig that the Sarin 
Anas warn due Hi hit town What was it 
that ouwn gnnca M I' norehsts Raymond 
Chandler old about time* whan those damned 
oaten welds Oku"' 'Anything can lapoen * 
And lure anough today " *« »pede»l 

I tollod iitii wiek eke any normal dev. I drive 
one ol itinaa gootv lour Ousel Ove* at Universal 
SiudKii Candy striped contraptions, furl of 
■lacy eyed femilies frnm hometown USA and 
•age' groups of oriental tourists poainng 
. --" -i i' "Oaey folks, now we're 
ee/me neVye •'■<' cvoer scene "'■ 'a* 

Conunanomanra end emu f>* An* 4aa.._* 



Don't aak ma why. but today, "steed of 
.■n>ng aa uaual lor the waters of the 
macKamrad hacks* aee to pen. I drove straight 
on Moments law. anvd buarre scenes ot 
angry bapbied passengers and waw aoouting 
cameraa. I wa* baing deatl my card* An 
Inatani earaar-movt tars wall rna land at 
Dreamt and Monav. heSo Wattara 1 

Armad mtn a final navtneck. I dnwe 10 my 
KxW oar and pmcaaderl to oat drunk SOIL 
oaaoita my bad luck, at lean 1 knaw thai 
waring tor ma at home wai my failhlul aver 
loving baba. BanSH Wrth Wal uplifting 
moueht. I downad a final baar and haadad 
beck 10 ou' apanmant. • chaap but chaartul 
pad n ona ot Hoiiywood a leu gHuy 
naiotbotiiMdi HneMeT, on amving them wat 
no w)n ol Barbie, only a folded note won my 
name on '- Ironi Furry, no kanaa. I opened 
it The MM wnrda ware amwtriine about beoig 
conluaad. the leal you can read barwaan t*a 
iinet' Ilka graal pb**ophei» ttirouglioul the 
agaa. I tat and eontarrplated my afa. Hie 
cnanbv tiata of my snatanca Jobfcni. and 
now IraP ■*■■!' I had id atan making soma 
deoeioni. Bka coarrat and Leg So I daj. I rat 
the booJa again' 

Juti et Ife r*a waa runrung dry. ihara m a 
knock at e>a door My haen ekipped a baet I 
tboogrit. -rr'i a« oaan a iwfaae. «na I oac* - 
But no it was ajat a repO man baama yet 
mora gond rwwa. Saama I waa beh-v) on my 
car 
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tie gava rnti tone papal* and I gave him trie 
keys. Conttoanng how ihmgt were going 'er 
aachanga. ■ guatt 

Anyway, back to my fonaly aoaat comei 
wHh Muor-mltlart eyoa, I «nk arrjurv) at Ihe 
ghmmenng uorila of Ikalywood. eappad kka a 
mnth -i the even brighter llama o* 0»a 

aurroundeig malropolia ot I A I a* Anjetei 

Soma rolka call it Via erty ot loal Angel* Nnw 
I waa one ot "he loal — 

THE CAST 

J0f A weird prndoy ol the Sribal Alter 
bavxg MHi MMI ot Ittat decade on anomer 
planet and much ol ow time awtce « a Zan 
Ruddrmt cornrrtuna. Joe now managai the 
PutMttm oomotheaw atrial iha ttreat 
rtowevar. don't ba RMM by tna ahin and t». 
na * *nil at wayout at aver 0ml meni pad me 
Oml • ya dig' 

MONTANA XtM The aomawhat untavoty 
Chat from Bio raner nam to ma club S*m 't a 
man of meny .leet. from booM to broada, 
oamliling m ghmony. tie mat lovaa IW own 
cookno. eape d aey r-t irrlamou* M**M MM 
So you' •» bean warned' 

CHUCK • WuulOba movie ttar wt-j works at a 

nrgliicloi* al Wa motel down tna blocs. So far. 

faa rugged goodk>c*a na«n't tended nim any 
maror pan*, tnough thay have attracted a lew 

.■ !■ ' Irom 'i - I'.', huvliand*. 
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JACK It aftt* niooiMrr A pretty. tmaiitoA-i 
gat who came m aaarch ol the HoHf*oo4 
Orearn. but found amy a walk-oniMa am of! 
tola at iha aerate cabaret lounge neerbv 
Jedoa'a ons lonely and o>aa\jtiened (*<* 
Have you got what It takes' CouU yru be the 
guy oiat lakes her away hem a aH' 

LOADING 

Afmi ensmig That a icvBtKk ■* connected to 
your machine. «nten me WTKO OISK and 
twitch on Once you have compVited ine inrual 
protecram chock, you w* be ortereO one 0' 
tbree choca*' 

I . Dp notfling and yuu w* sea tna full Intro A 
must for sll nrti pma playersi 

1 Prase ttie fira-bunon to. an edited veramn oi 
dw vnro 

1 lAjtri Bight Iw Ond entry in inn club 

DISK SWAPS 

In order not to detract horn HCHLWVOQO 
HUStlEP'S ganaral cmematlc try*t. al disk 
messages beva been terminated 

Once you have camplettd me tianrMrd signeig- 
m pniceis end the nobca board net aopeeisd. 
man the GAMf DISK Then press the »■» 
button ntHch Is the gerwral method ol 
advancing truougbmii ilw game 



When tbe gania ■> over and tna Score 0b< has 
displayed Ihe final outcome. 'YOU'Vt VVOrV..." 
or 'YOU OyW. • mean me tf»D MR and 
greea gvj fUa- burton u updaia the score data 
end run the appnauiaia ontt Hrouenca Ihe 
game offers I free varied e—Vios doprmrMnl 
mem the ktvel of your success. Ore ■ shght 
taese. one a dahivta pain, end the thad.. TOr* 
>» SCOttS HUBTltH ItVH ONIY too ho! 
for words' Afw supanenoeig your lata and the 
fatal oedrts are on screen, mean the GAME 
DISK once more and press the lw» txmon The 
wal return you to the DISK MtNU and allow 
you to start ■ WW GAME- 

Hfllt To brash en DM IMITCD GAME pmss * 
on the keyboard Ihe. will update the fe-Seera 
tenia and ro4 the relarvarri end t 



DISK & OPTIONS MENUS 

When using tna DISK MENU she last nap von 
mutt rwtivety take * w decide on the manner 
el game you wish to play 

t Pros SELECT LEVEL to maw the OPTIONS 
MENU. 

.' Move the case- over the level you wish to 
play MMRK AVSRAGE- or tor the real man's 
game. HUSTLER, and press the hre buntm 

] Nan unng the same rnethod. seleci the 
number ol hands you want to play - 1 S. 3*. or 
lor a heavy session. UNUMIIEO (999 Hsndai 
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At dvs poan. you can opt to view iha wr- 
SCORf ubta lor the level you have (floeen. or 
move oVecrjy to start a NEW GAME or LOAD 
an old. 

SAVING A GAME 

At Die end of aach hand ■ -a. when rite Score 
Am la on acreen • you can ant ma game by 
pressing 0 on the keyboerd. foaowad by the 
hre burton this will return you to the DISK 
MENU, where you can them select SAVE GAME 
end store your current anempt. 

All saves are stored on the GAME DISK, which 
muet always renvjin with its w«ie protection 
removed One save hit aach of Ihe nine types 
of game can be storM an this disk Tlw GAMf 
DISK can be beery copied ano n is ttrongiy 
racommandnd mat >o<i me»o ail your saves on 
s coped version. trm« evrHdeig the ilsk of 
damage ucciartng IP voi* ongavH disk It you 
wish to store more than one save of a certain 
level, seripiy make anomer copy ot tna GAME 
DISK prior in play and proceed from mere. You 
can now select a naw game format or continue 
with the eusting lave- by pteaamg NEW GAME. 

RULES OF THE GAME 

The basic rules ol 'rve Canf Draw Pittw the 
fTe**! - American bar loom and usmu game - 
are laatanabtv simple though the tactical 
eeuects ol play are a lad more comprea as you 
»iil discover later 
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CHANGING CARDS 

At me mxupw euroe m hand » curaca 
vrit appear round your first card. You can now 
clangs up lo three carda though of couree II 
lady lock net Man rearry ««d you may not 
w»i/i to change any. Uee Oio iovtbek to move 
om r*a in card Pul DOWN «o tartan*, 
twanted carda. or puah UP to rattor* a card 
i tha e**tu o* an amy Whan you have 
rushed making your ararard*. HOLD We <i ta- 
il Hut Diiwn and push HIGH I You* nay. 
.-mm . if requeued, will then ba dealt 

. THE COMPETITION 

Most tomputif cvdnamaa ran M fun ear a 
w"4a. but eventually th*y beccane predictable 
and boring. Howr/yei. HOtlYWOOD MUStLER 
Afferent each nma you o**V. your computer 
. 'i . ■■-"mi Joe. Chuea and the «rjanOar> 
Montana Skm p-a.'-i- you with a itaah 
reMhnga. So. |un when you mint you've got 
o> Sam auaeed aa puOeea. a br*ex*... "- 11 
bfow you awayi 
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Unlike moat computer card-garnet, you 
opponents don't hay* The power to chaet - i.e. 

knowledge of your hand I hay don't 
need ml Ore a you've played aoeiiist iheae 
guy* you'i enow thai artificial IntetHgenc* la 
hara. and wnh a vengeance 1 Thay watch, they 
hiton. they anetyia . and at yOur darkest 
"omenta you rrnad Oa forgiven tor minting 
Biav'ni actually no. mat* ctery' 

CARD-SCHOOL 

It from the Imber iMal you are aat with what 
■oofta aha a wtnreng hand try to keep the odtar 
playera <n aa lone at possible don'i acara 
them on wnn wad Mating , . , them die 
chance to change earSe and acquu* at laaat 
aoma aarnbianca of a decant hand before 
going the nhoM hog and letting rip vvllti tJftt 
1 ti not enough mat to wvn. Vie art or mo game 
a to win enough, certainly .t «ou want to make 
the Hi Scot tablet 

ft your hand H fjnty average, you could try lo 
■noiova me odd* of victory by uppmg ma 
atakaa a nine. hope'u»i encouraging aom* of 
the othert to drop and tharobr narrowing me 
option Mm 

If your hand it uaeMaa. baticaUy lha proverbial 
crock of eteel. you can either On» and 
mnimira your loaaes. or if you're teelmg 
advanturoua. you could try lo pi" a bluff with 
aoma heavy batnngl NO. I — ' betting nut 
potting that coma* lator' 
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With three plevera tit lha gwne. audi 
tacbca would M unedytaabre. Howanw, >M(h 
on». one player cont'onong you. it could wall 
M worth a try. In 'act. a certain dagrpa of 
binding and erranc play It aaaential if you wiah 
lo avoid baconUng too predictable to your 
upponanu lhay'll uaa maea eeme cunnmg 
tacrmiguaa and many mora aoainit you. you 
can bat m it 1 

The ne>t ■ten m your card-achooi education * 
lo I tan nsiching and Httamng For irutarca 
how many carat Ad your opponent change : It 
thraa. than lha moat M could have had wat a 
Pur It one. potaMv Two Pair, foul cafdt of a 
f-krah ui parhapa the matunga ot a St/a^ht 
Now ha'a aat there w«h a gncd hand, a raari 
tii#ndinger in pernapt abtolutaly nh:" »n order 
to further turve the rtrvftery. cimaider how 
■agar ha wat duing the f"it ttaga i' bettlrnj. 
and how Die level of M anthualaarn haa 
chengad Apply thaaa tachniriuai to aH dvaa 
plavart end you wdt begin to undantand tl» 
name of the game 

SNEAK PREVIEW 

Imagina the acane >t it tha laat tianO of the 
leaaion and you are daaiianta*v cioao to 
Mating ma top tuna on ttutoer level, a mete 
nonet throw from eclMvtng mat hnal 
rrtyttenoua ending Vou have three Acaa era) 
the pot tt haaveig with eight hundred bucka •• 
■ Al that iianm between you and victory la 
ma I ■ j Man hnnealf... 



S*m hat been quiet all night. Damru tin ulual 
anligntanad ourbuiati. but now M ra ciucUng 
thoaa chrpt ahoui like Mrnuta 'Aaisa ra 
rwmrv-ftve'" raioundt round the huahed club 
Althouen Shm'i had a am drrai at the table, 
il't certainty dona nothing to dampen hit ttwit. 
aa ma waary Vrarueta *•# vouch "1 »a lUar 
imeihad. " you mint to youital'. 'or a rnaf 
nr»y a poor/ tarirf Aa 'a *of Piaa'" 

'or a brief moment die [Nauur* playt tnckt on 
your aeneea a braath of erotic parfum* watt 
toward you horn out of novvhaaa. and Die 
image til a Mauu'ul aimrian laslvai beliaa your 
avet 

Han tha pot reochaa a thoutand. a eoof o/and' 
Funny how hot you're teeUrg. your throat dry 
and your paana ctarreny Suddanly the floor 
i — ■ : •■• you ahakat and lha lighn briefly tail A 
elrgfit earth tremor Wei) • it |_A. 

Hnwever you decide it't an omen and dunvj 
your canki Slim take* ma pot Vdur mlrrd 
matantly f*hi mm a flood ot taccnd- thought! 
and ailant cureee Waa mar* a batter hand 
lurtuno ihere. or nothing mca* than Jack high' 
A real iw or rfy-lnur carat bhiff? IVtujpt you 
ahaufd *e cher»ed end aeen hla tarda But ym 
didn't, to you'll never know Vou atruggW lu 
contoia yourealf wnh tha fact met vou'y* at 
laatt rmprovad your ilanong on ma ro Score 
tabla MnanwIWkB or Slim fuon you with hit 
ulual invcmtabla ttam and holtari out. 'Mora 
iuce. babe 1 " 



QUICK GUIDE 

BUTTON PRESS Gonotal command id 
Bdvaiw.e lha QetfTid. Confirms nil 
BdlfKtioni. Bt vvoil as acKnowlMgmg 
cfiarnjo of Diik. (topoMiiin ooenmg 
stake, clearing Score- So* etc- 

JOYSTICK UP lficfaa»e» value) of your 
Ber f&sn. or corrects triors in your 
c ha not o' caf ds. 

JOYSTICK DOWN Allows you to 
remove unwanted cards during rnnngo. 
or decroaso value o< your Belt Raise 

JOYSTICH LEFT/RIGHT Moves cursor 
oack and fonh along your caide wfion 
changino. Also, a RIGHT PUSH 
comOined wnh HOLDING DOWN the 
I If u- button, confirms your O-viCfl 
discard*. 

KEYBOARD PRESS 0 - • tale* you to 
exit lha gome and faiurn to the Ota* 
Menu. 

KEYBOARD PRESS F Request*, iho 
finish of an UNLIMITED game. 



PLEASE NOTE 

THE 

HOLLYWOOD HUSTLER 
Software, accompanying 
literature and general game 
concept are protected by 
copyright law. both in the U.K. 

and Internationally. 
Unauthorized copying of any 
description is strictly prohibited 
Anyone found doing so will bo 
prosecuted under criminal law. 

© Desert Star"Softu/are 
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They brought us 
the excellent 
Time Keepers ,an 
adventure in 
space and time. 
Now they bring 
us Hillsea Lido, an 
adventure in 
Portsmouth! Just 
what are Vulcan 
software up to? 



spent several years living in 
Portsmouth and I have seen 
the wonders that the real 
Hillsea Lido has to offer and 
believe you me they arc not 
all that wonderful, however 
now here Is my chance to save 
that concrete ruin that looks 
over some rather muddy pol- 
luted looking water In the 
Portsmouth vicinity. 
The game Is all controlled 
with the use of the mouse. It's 
easy to control and the idea is 
very simple. You have to cre- 
ate a thriving tourist spot 



This Is the ultimate sea- 
side management game. 
Not that there are a lot 
about but this Is the best. If 
you always fancied running a 
stretch of promenade, a pier 
and a bit of beach then this is 
the game for you. Personally 
I've never really thought 
about it. Running a town or a 
theme park seem like fun but 
a beach front is not some- 
thing I've considered. Now 
though it Is on my list of 
future possibilities. Hillsea 
Lido is as much fun as most 
simulation games. It's set on a 
much smaller scale than some 
of the better known manage- 
ment simulation games but 
this doesn't detract from the 
fun of the game. I've always 
been a big fan of such games 
with Sim City being high up 
on my list of favourites. This 
Is a strange game though. I 
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Publisher r Vulcon 
Developer * In House 



£12,99 Moil Order 
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Mouse and Joystick 
2MB I 2 
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TH^VERDICT 

This game Is very like 
Th«me Park. However it 
isn't in my opinion quite as 
good. It is on a much small- 
er scale. Despite the fact 
that this Isn't the best 
management simulator 
that I've ever played It is a 
lot of fun. also I have to 
f«t* to being a bit of a 
of Vulcan Software. 
Time Keepers was simply 
stunning and although this 
Is not as good it still has 
the same wonderful pro- 
action values, the odd 
nd effects and the same 
graphic style. The 
Ics aren't however 
' 'iW the art and the 
ent Isn't the great 
% f it's rather jerky, 
wever at the end of the 
day this sort of gam* isn't 
all about graphics it's 
Rtore about gameplay and 
the gameplay Is pretty 
good. The most Important 
tiling about the game Is It's 
value for money, if we had a 
score box for value tor muney then this would 
with out a doubt score ten out of ten, We are 
It to full price games and it stands 
bly well but this game Is only a mere 
99. Now that really is a bargain. It's also 
kaged in a tiny little box like Timekeepers. 
Is Is part of the mini series and I like It. 
all cheap games that are of high quality, 
and really why do most Amiga g«>me* need 
such huge boxes when they only have a few 
discs and pamphlets with giant print for 
Instruction manuals. Well if you arc looking for 
a bargain game this Christmas as a stocking 
filler then this Is It. £12.99 Isn't cheap but It's 
die 
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A 1200 



CD32 



Vulcan won't be releasing any ACA tpeflfc 
version* of the game, but the ASOO version 
runs fine on our A12O0. 



Vou CD32 owners are stuffed though. 
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So, what Is II like then? Hmmm, It's 
actually bloody good, It Is the best of 
the Doom clones on the Amiga A1200 
by far. and Is far more like Doom 
than any of the others. Of course, 
that could be held against it as a lack 
of originality but with the added 
extras of both ducking and underwa- 
ter sections It Is an unfounded claim. 

It'* not all good though, unlike 
Cloom the window area cannot be 
resized and the resolution cannot be 
changed to help with speed. The only 
option you have on this front Is to 
lower the resolution of the floors and 
ceilings, which does help speed up 
the game a great deal. Generally the 
graphics are fine, although really 
they are of too low a resolution for 
my liking. I found myself being shot 
by a small group of pixels in the dis- 
tance and was forced to move for- 
wards taking more hits until I could 
actually sec what has hitting me, 
before selecting the appropriate £^ 
weapon and firing back. 

The game Is certainly challenging 
enough for even the most talented 
games players, and as yet I have been 
playing for several days and haven't 
beaten level four yet. Secret areas 
abound on the first few levels, and by 
level four I had already amassed all 
the weapons that the game had tol 
offer. Perhaps a more gentle learning] 
curve would have been better? 

In any case, the game is excellent.' 
Although I might have minor gripe 
about the graphics there Is no doubting that 
the gameplay is superb. The atmosphere generated by thi 
combination of graphics and the excellent sound effects l< 
quite terrifying, and you find yourself wary of travelling dowi 
the corridors In case you come across one of the monsters. 

And what monster*! Certainly some of the designs are base 
on doom, Including the giant fire ball -throwing eyes, but the 
hounds of hell that attack you on early levels are original to 
say the least. As I explained I have yet to sec beyond the early 
stages, but I'm sure bigger and better creatures await the full 
force of my rocket launcher In the chops! 

I really have nothing left to say on the game except this, 
you have an A 1200 or A4000, and have yet to buy a Doom- 
clone because you thought this would be the best, you were 
right. Co and get it now! Should you be lucky enough to hav< 
a friend who also owns an A1200 then you are In like fllnl 
mate, with some ol the best two-player blasting I've ever teen, 
fust think on this though. If you have already bought d Dooi 
clone then this really Isn't that different to warrant anothi 
purchase, and if you're waiting for the best, then I have a feel 
Ing the Improved Cloom Oeluxe might give Allen Breed 3D 
proper run for Its money. Time will tell.... 
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Overall 
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A500 / 600 



A CD32 version should be In the shops 
about now. And it's exactly the samel 

Nope, this is ACA only. Vou'd better get a 
new machine. 
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Gloom was great! Will this be any 
better? I reckon so! 



Gloom Deluxe Is the next 
addition to the Gloom 
stables. This is the 
game that we reviewed In the 
first ever Maverick edition of 
The One Amiga. What did It 
score, an amazing 90%. So 
will the deluxe version offer 
us anything new and what 
will It be like. Well first of all 
for those of you who don't 
know what the original Is like, 
here's a bit of what we had to 
say about It, "My first Impres- 
sions of Gloom weren't very 



good as the cynic In me 
thought that the Amiga just 
couldn't pull of this style of 
game. The play window Is ini 
tlally small but by messing 
with the options It Is possible 
to make the window much 
larger. Other options allow 
resolution changes etc. which 
can be customised until the 
game runs at the desired 
speed/ smoothness. 
The emphasis of the 
game Is on action, 
and there Is plenty 
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of it. |ust when 
you thought 
things had qui- 
etened down you'll 
stumble on a switch 
which will unleash a horde of 
psycho skinheads or rampag- 
ing robots, all of which want 
your spleen for their tea. 
The only disappointing thing I 
can think of Is that there is a 
distinct lack of weapons. Only 
one gun can be carried at 
a time and this can be 
powered up by 
picking up certain 



Icons. The guns get quite 
beefy but the ability to carry 
a massive arsenal and swap 
between shotguns, bazookas, 
et al is sadly missing. Also the 
ammo supply is infinite and 
so accuracy isn't important. 
There could have been tense 
moments late on in the game 
when fighting hard monsters 
with little ammo but no. 
Anyone expecting Doom has 
another thing coming • 
this is a completely 
different game 
and has many 
original touches 
and the only 
similarities 
between the 
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two are the presentation, the 
level of extreme violence and 
the fact that they are both 
bloody brilliant. Buy it now 
and get ready to wade knee 
deep In guts and entrails. "As 
you can see wc are pretty 
keen on this game, and right- 



so. Gloom 
Deluxe promis- 
es much of the 
same )ust 
improved a bit. 
So what are all these 
new bits and pieces that make 
this game Cloom Deluxe and 
not just Cloom? Firstly and 
probably most importantly 
there are three new stages 
with all new graphics! ooo er! 
There is the Spacohulk 2 level, 
The Aztec level and the 
Egyptian level. As well as all 
this there are a few extra 
technical bits and pieces that 
all help make it a better 
game. I'll bore you with some 
details. To start with there Is 
a new and improved graphics 
engine which supports "VI, 
1*2, 2*1, 2*2 and 4*4 pixel res 
olutions and is ECS, AGA, GFX 
board and i-Glasses compati- 



ble". Well what the first part 
of this means Is that you have 
even more options to use in 
order to make the game run 
as smoothly as possible with 
as bigger screen size as possi- 
ble. By turning the resolution 
down you will find that you 
can get a very smooth game 
with the screen on full size. 
Obviously the graphics will 
suffer a bit but it certainly 
isn't unplayable. As for all the 



rest It's all flash gear that 
most of us don't own! On top 
of this It is possible to play 
this version on a workbench 
screen so you can "multitask", 
lucky you! There Is also 
improved modem support so 
you have even more modem 
options to play distant friends 
and relatives. Will it all be 
worth £29.99? Well read our 
review in the next Issue 
(maybe!) and you shall see! 
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^^^^^ ^ffTrms has to be 

the most entertainment 
I've ever had on an Amiga. And I really 
mean it! Read on and find out why! 



It has to be said that 
recently we have seen a 
fairly good crop of new 
Amiga games and the promise 
of some excellent future 
releases. As far as I'm con- 
cerned this is excellent news. 
How can anyone say that the 
Amiga Is on it's way out with 
games as good as flight of 
The Amazon Queen, Coala, 
Super Tennis Champs, Allen 
Breed 3D, Exile, Dungeon 
Master 2 and Citadel to name 
but a few. Now there Is 
Worms! I really thought that 
things just couldn't get much 
better and now they have. I'll 
say this right now, this is a 



definite game for your 
Christmas list! 

What is worms? Well believe 
It or not this game is about a 
bunch of very psychotic 
worms who are armed to the 
teeth and intent on blowing 
the hell out of the worms on 
the opposing teams. Well why 
not? The game combines 
some of the finest points of 
some of the finest games and 
putting them all together 
results in an instant classic, 

LEMMINGS? 

The first thing a lot of people 
said when they saw the game 
was " It's like Lemmings...". 




Well Not really. It does have 
similar traits. You have sever- 
al small creatures and you 
have several things you can 
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make them do to achieve 
their goal. There is also a 
great deal of strategy 
involved, However the goal of 
our little creatures Is not sim- 
ply to reach the next room 
but to blow the hell out of 
the opposition. Though there 
are similarities Team 17 cer- 
tainly shouldn't worry about 
getting sued by Mr Lemmings 
(DMA Design). 

TANKS? 

Remember It? 
\ Well there ar 
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worms may not be in tanks 
but they have bazookas, 
grenades, cluster bombs and 
guided missiles with which to 
totally destroy the opposition. 
This often involves aiming 
carefully and making use of 
the adjustable power whilst 
taking Into account the wind 
strength and direction before 
sending our explosive missiles 
along the right trajectory to 
explode in the face of the 
enemy! 

4 BILLION LEVELS? 

Yes! You are not mistaken, 
this game has over four bil- 
lion levels. It seems that it 
is possible for the comput- 
er to randomly generate 
the scenes for your shoot 
out. There are ten types of 
scene, some admittedly you 
need 2 meg of chip RAM on 
board your Amiga. The scenes 
that these three billion levels 
are in Include the slippery 
Arctic, hell, a forest with 
loads of woodland, Mars as in 





the 
plan- 
et and 
not the 
chocolate bar, 
a desert, candy land where 
you are more likely to come 



across mars bars. There's also 
an alien landscape, a tropical 
jungle, a scrap yard, and a 
beach. This makes for some 
serious entertainment where 
you never know what sort of 
level you'll be fighting on. If 



which is where the real enter 
tainment lies. However on 
returning to playing the com 
puter I realised that the only 
thing that had been boring 
was the fact that I had been 
losing far to often. Now with 
a bit of practice I was actually 
winning! 






you have the \ 

right gear then \ W * 

you can even ere- \ 

ate your own levels! \__ 

16 PLAYERS? 

Yup! You can even have up S* 
to sixteen of you playing if 
you've got all the right 
tackle. When we first 
started playing 
we thought that 
the one player 
against the com- 
puter mode was a 
bit boring so we 

started playing 

&_ . .■ . \ - 
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S<r/AXXI< CHAW, TON 



AN KX-WOHM 



So how do you kill each 
other? The idea Is easy. 
You take It In turns to 
have a shot at each 
nrher. There i\ a time 



missile, cluster bombs, 
banana bombs, grenades, a 
shotgun an uzl, a mlnlgun, a 
fire punch, a dragon ball, 
dvnamite. landmines, a sui 





£19.99 Out Now 



Hard Disk Installable 



Mouse and Joystick 
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INSTABILITY 




This Is a game that you 
simply have to stick on 
your Christmas list. It is so 
i damned good that you sim- 
i ply can't do any better. 
Even as I write this review 
I'm playing the game. I 
simply can't leave it alone. 
It is an instant classic! The 
graphics aren't totally 
amazing, they are however 
pretty good. The sound is 
brilliant but there isn't an 
awful lot of it, especially 
on the A500. but despite 
all this It is one of the most 
playable games that has 
ever crossed my desk. This 
I is a game that I will con- 
I stantly go back to even 
though I get new games 
every month. The tactical 
side of the game will keep 
you going. Just when you 
think you have the upper 
hand someone will deliver 
an air strike that knocks 
you of the screen or Into 
the water at the bottom of 
the screen. This is one way of 
dying. You can tunnel below people and plant 
dynamite, you can carefully aim cluster bombs 
into hollows where the enemy are hiding, and 
you can shoot people in the face with a 
bazooka, this is a destructive game that gives 
you the satisfaction of blowing worms away 
and the satisfaction of planning an assault. I 
simply can't express Just how good this game 
j Is. I can try but there is simply no way that I'll 
succeed. Worms probably sounds very simple, 
] however there Is actually quite a lot to It. The 
i idea It simple and the way it plays are simple. 
I It Is easy to control and it needs to be as the 
time limit will keep you on your toes to say the 
least. 



A1200 



CD32 



This ASOO version also loads on the A1 200 
with Improved ACA graphics. 

A CD J2 specific version Is In the pipeline, 
and should be out in the next few weeks. 
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Black Magic and 
Guildhall Leisure 
Services Ltd are 
about to bring 
you another great 
game, it's called 
Extreme Racing 
and we've got a 
preview copy. 

ver the last couple of 
years there has been an 
explosion In the 



growth of extreme sports and 
the lifestyle that surrounds 
them. The Idea of taking risks 
and escaping from the risk 
free environment of our ever 
so mundane lives seems to 
have really Inspired people 
Into throwing themselves off 
buildings, mountain tops and 
planes with parachutes and all 
sorts of other extreme life 
threatening pursuits. Extreme 
racing on the other hand isn't 
all that extreme, what I was 
looking for was some kind of 
real extreme sport, well I sup- 
pose that motor racing Is fair- 



ly dangerous and this Is 
another game that gives the 
arm chair enthusiast a chance 
to head round a track at high 
speed without doing yourself 
an injury. That's as long as 
you don't get over excited and 
fall off your chair, this game 
looks like It really could be 
something quite special. The 
game Itself that we 
got our hands on 
only had three 
tracks and 
they were, as 
you can see 
from the 




grabs, rather similar. What It 
was all about was demonstrat- 
ing what the payability will 
be like. I was shocked to see 
the least! After an Initial 
shock I soon got to grips with 
the way the car handled. Since 
then I've spent ages playing It 
and slowly improving my per- 
formance. It really Is pretty 
good and I've yet to 
experience any of 
the options that 
there are. It is 
rather remi- 
niscent of 
Mode 7 on 
the super 
Nintendo 
which is a 
style of graph- 
ics that can be 
found in such 
games as Mario 
Carts, a stunningly good 
game that most of us here at 
Maverick Magazines absolute- 
ly love! The car that you 
choose handles like a dream. 
It slides wonderfully round 
corners and you will soon find 
yourself In a position where 
you are slipping and sliding 
round the course with the 
consummate case of Cities 
Villeneuve. There are however 
plenty of hazards to look out 
for. You will find that there 
are speed up arrows on the 
course and these will give you 
some serious acceleration. If 
you are not well prepared for 
them you will end up shooting 
of the side of the track jump- 
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ing over the kerbs and crash- 
ing heavily into the tyre barri- 
er! This was the case for me 
for some time, I think I've had 
a close up view of every tyre 
barrier on the three tracks 
that we were provided with. 
The speed up arrows are how- 
ever at the moment the only 
way to stand a chance of 
keeping up with the opposi- 
tion who are simply outra- 
geously quick! Normal top 
speed Is just not enough to 
really keep up. By using these 
speed up arrows you will be 
able to get boosts of speed 
where you will be propelled 
along the track at lightening 
speeds. There are other haz- 
ards to look out for that real- 
ly don't have the same useful 
aspects. These include oil 
slicks and rough parts of the 
track. If you are shooting 
around the track you will find 
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that you may have a few 
problems If you happen lo 
chance upon the odd oil slick. 
They are fine if you arc going 
In a straight line but you 
will find that If you 
are sliding along 
sideways trying 
to go round 
the corner 
then you will 
totally loose 
It on hitting 
one of these 
patches. The 
areas of rough 
ground slow 
you down and In 
this game It seems 
that the slightest drop In 
average speed will have disas- 
trous results to your finishing 
position. There is a racing line 
for each corner that will allow 




you to miss Just about all the 
hazards but I don't think It'll 
be all that easy to sort out 
what It is and get good 
enough to follow it. 
There is another 
hazard that I 
found on one 
of the tracks, 
exploding 
barrels! 
These are 
something 
that you 
should seri- 
ously consider 
avoiding as if 
you hit them you 
will find that your 
car will simply explode! 
This is as you can probably 
imagine not conducive to fin- 
ishing a race well! The haz- 
ards In the tracks that I 



played did not however end 
here. There is the cross over. 
It is quite easy to be shunted 
of course by a car that Is 
going through the cross over 
at a ninety degree angle to 
you! You will sometimes see 
them flying overhead as they 
jump you. This Is another haz- 
ard to look out for. Yellow 
strips on the track that act as 
Jumps, you will find them sit- 
uated at awkward positions 
where you are trying to battle 
It out with another car round 
a corner for instance, and 
then suddenly you have hit 
one of these yellow strips and 
you are heading towards the 
tyre barriers at enormous 
speed! That kind of does in 
any chances you have! The 
other problem is the fact that 
the other competitors are 



quite ready to ram you at any 
opportunity they have. Infact 
the more I think about this 
the more I understand why 
it's called extreme racing, 
there's a lot of this game that 
we haven't yet seen but if it's 
anything as good as what we 
have seen then we will be 
looking at an excellent game. 
This looks like It Is going to 
be a very challenging driving 
game for all Amiga users and 
that's OK by me, as far as I'm 
concerned you can't get 
enough driving and racing 
games, though I have to 
admit that what I'm really 
looking forward to Is Pole 
Position Fl Team Manager 
from Ascon, this Is one release 
that I've been looking for- 
ward to for a long long time. 
So are there any bad points In 
the preview copy that might 
need fine tuning? No not real- 
ly, and It's rare that you can 
say that about any preview 
game let alone one that is 
obviously as rough and unfin- 
ished as the one we received. 
With all previews you have to 
remember that the game we 
are looking at is often a long 
way from being the finished 
product, often a lot of 
changes are made to improve 
the finished product, often 
beyond recognition. This is a 
game that when polished is 
potentially a classic game. 
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What sort of options are 
there yet to be seen? Well It 
will be possible for up to 
eight players to race against 
each other, four on a machine 
with a serial link up or 
modem link. There will be 
eight different cars to choose 
from Including a police car, a 
Ferrari and a VW Beetle. 
There are going to be loads of 
different tracks including a 
water world, a radioactive 
world and normal roads and 
there will be a battle mode 
where you simply kill each 
other! This really has got the 
makings of a first class game) 






It scored a superb 87% and it represents a real challenge, and here'* where we 
come in. Fancy knowing your way round before you get to the next level? Well 
these maps ought to help you out then! We could, of course, point out where 
everything is, but surely that would make it too ea 
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ALADDIN 1 

Publisher : Virgin 
Issue Reviewed : November 94 | 
Amailng graphics In this plat- 
form conversion from the Disney 
movie. Shorter than some, but 
longer than your average magic 
carpet ride, Aladdin takes the 
Amiga by the scruff of the neck 
and bellows A Whole New 
World' In Its face. 





ASSAULT 



Publisher : Team 17 
Issue Reviewed : January 1995 
Team 17 Is back on familiar ter- 
ritory with this, the sequel to 
the sequel that first established 
the company as one of Britain's 
leading Amiga developers. It's 
more of the lame, but this time 
with some Towers In It. 
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Publisher : Team 17 
Issue Reviewed : March 1995 
All Terrain Racing is what you 
get in this tyre-shreddlng 
bumpathon with excitement- 
shaped knobs on. If you fancy 
sucking a Death Race 2000 
meets Spaghetti (unction- 
flavoured gob-stopper, then ATR 
Is one sweetie you'll savour. I 



BANSHEE 



Publisher ! Core 
Issue Reviewed : July 1994 
Banshee Is a roller-coaster ride 
to hell. In a buzz-bird called 
Banshee. Test your trigger finger 
and powers of concentration In 
this Tora! Torat-tastic one or 
two-player flight of fantasy «r... 
blowing things to kingdom 
come. 



' BUBBA 
'N' STIX 

Publisher : Core 

Issue Reviewed : January 1994 
More platformular near-perfec- 
tion from Core with this beauti- 
fully programmed game. A bit 
on the brief side, but as original 
ai a young white trash meets 
magic piece of wood, meets bad 

blobs In a tricky-sltuatlon-type 
k of scenario can be. 
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Publisher : Virgin 
Issue Reviewed : Dec 1993 
War, according to those wacky 
Sensible boys, has never been so 
much fun, and we're Inclined to 
agree. It might look like a simple 
run around and blast everything 
affair, but there's a surprising 
amount of strategy Involved. 
In it. 



THE 
CLUE 
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Publisher I Black Legend 
Issue Reviewed : Sept 1994 
Become London's next Mr Big 
without ever leaving your room! 
Yes, The Clue Is the proof that 
crime plays! From humble tea- 
Icafery to bigger blagues wlv' 
shooters 'n' slags, you've got to 
stay one step ahead of the 

A 




Publisher : Black Legend 
Issue Reviewed : December 1994 
Good Lord, It's a tad expensive, 
but by crikey 'lis the best ever 
RPG In the sacred board game 
style, featuring dragons, er some 
crystal, and the usual gang of 
consonant-heavy characters 
stuck In a tricky situation with 
^^ar^^^*ri^ard^ 



' DAWN 
PATROL 

Publisher : Empire 
Issue Reviewed : April 1995 
Action packed, as flight Sims go, 
the third sortie for Rowan's 
impressive ID engine Is the easi- 
est to fly and the most arcadey 
since KOn. New pilots should 
start here, but only flight slm 
junkies will wish to own a 
l Rowan's games. 



F1 



Publisher : Domark 
Issue Reviewed : February 1994 
From the Frenchmen who 
brought you Vrooml comes the 
official ' i licence. Actually, e est 
Vroom Deux, encore vlte, but 
avec le fab two-player mode. F1 
buffs might think It un peu 
unreallstlque, mals for the 
arcade lover, e'est Ires bonl 




f So, it certainly isn't August this month, although it has been 
/ for the last two months according to our recommended guide. 
I Instead we offer you the superb autumn month of October, and 
^here's your ex-editor Lee Brown with a quick guide to all the.... 




FIFA INT. 
SOCCER 

Publisher: Elec. Arts 
Issue Reviewed : October 1994 
HFA'S here at last and it's great! 
A bit slow maybe, and rather too 
much dlskular swap foolery, but 
nevertheless a solid attempt at 
putting realism back Into the 
beautiful game. FIFA Is a totally 
different way of stringing the 
. old onion bag. 



ISHAR 3 

Publisher I Daze 
Issue Reviewed: Sep 1994 
Ishar's back and this lime c'est 
trolst Won rata* the dragon Is 
created Lord of Slth for being 
bad. More silly names and fanci- 
ful plot twists from our Froggy 
chums In this sequel to the 
sequel avec les knobs enorme, 
er... sur. 



FLINK 



Publisher : Piygnosls 
Issue Reviewed ; February 1995 i 
Crisis cocks its leg on Fairyland 
as Top Crystals go awol from the 
four kingdoms. Luckily, thai 
Fllnk Is bounces across the level j 
playing fields and puts pay to 
the evil Walnrlght with some 
spell binding CD32 graphics! At 
a magical £14.991 



,1 



' JAMES 
POND 3 

Publisher : Millennium 
Issue Reviewed : June 1994 
The third Pond platformer Is 
huge. And fast. In operation 
Starfish Pond weighs In with a 
Connery of a performance to »et 
against his Dalton In Robocod. 
OK. so there's less colour, but 
there Is more character and 
k more gameplay. 




GENESIA 

Publisher : Team 17 
Issue Reviewed : Dec 1993 
Huge society-building thing, sim- 
ilar to The Settlers, but not as I 
easy to get In to straight away. 
Start off with a tiny tribe, and 
watch your fellas grow Into 
something that makai thai 
Roman Empire look like a chain 
of cheap Plua Restaurants. 



88/ 



JUNGLE 
STRIKE 

Publisher : Ocean 
Issue Reviewed : December 1994 
Helicopters galore, but not, It 
must be owned-up to, all that 
much jungle, In this the succes- 
sor to Desert Strike. This Is 
Comanche territory, so It may 
come as a surprise to learn thai 
we can recommend It to you 
without reservation. (Doh!) 
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GUARDIAN 

Publisher l Acid Software 
Issue Reviewed : November 1994 
What's this, an original CD32 
game that's got oodles of paya- 
bility? Vei, 11 1 tnieM Guardian Is 
the game you've been waiting 
for. Vou are In space and have 




Publisher : Core 
Issue Reviewed : Dec 1993 
Helmdall 2 is great. It * got 
action, adventure and puzzle 
solving wllh a smattering of 
humour In all the right places. 
Blood, runes, ores, magic, ale. 
and added love Interest In the 
shape of the saucy Ursula. 
Phwaorl 



K240 



Publisher : Cremlln 
hsue Reviewed : May 1994 
Populous with asteroids, that's 
what this Is, Iiplore space to 
find some asteroids. Colonise 
'em. Exploit 'em. Zap every alien 
In a race for galactic domina- 
tion. Build fleets, trade things, 
mine stuff. Oh, how we loved it 



CHAOS 

Publisher : Ocean 
Issue Reviewed : August 1994 
Crazy story, crazy game. The kid 
from the cretaceous age clubs 
through platforms Ilka a T-Rex 
after a Jet-propelled cow. It's 
parallax paradise, and the only | 
game more satlsfylngly violent 
than hitting a bank of stinging 
nettles with a big stick. 



A J 





LEMMINGS 



Publisher : Psygnosls 
(siue Reviewed : January 1995 
There's an old Greenland laying 
that goes. "Once, there was 
lemmings, then Lemmlngi 2 and 
now there is All New Lemmings, 
and not, as we previously sus- 
pected. Lemmings 3. But, hey, 
what's In a name." Bonkers eh? , 



/liberation 

CAPTIVE 2 

Publisher : Mlndstapc 
Issue Reviewed : Dec 1993 
An atmospheric RPC with a se»y 
Intro! Really shows off the capa- 
bilities of Commodore's CD 12 to 
the full and nearly as nice on the 
AI200. Basically you have to find 
out what's going on In this big 
city where the robots have 
l gone mad. 



ii 




PGA 
EURO TOUR 

Publisher i Ocean 
Issue Reviewed : Dec 1994 
The best golf sim by about 440 
yards, and bags more fun than 
the real thing, which is admit- 
tedly, not a very hard thing to 
be. Thanks to Ocean you and 
your friends need never touch 

Woosle's horrid Welch niblick 

L again. Hurrah! 



PINBALL 
ILLUSIONS 



Publisher : 21»1 Century 
Issue Reviewed I |anuary 1995 
Fast and furious flipper- driven 
action for lovers of all things 
tilt Hating and tabular. What 
else can you say? I don't want to 
mention the 'Babewatch' table 
again. This Is a family magaiine. 
Read any decent books lately 
anyone...? 





ON THE 
BALL 

Publisher : Dale 
Issue Reviewed : Sep 1994 
The only thing OTB lacks is Brian 
Moore. Fresh as a daisy and as 
deep as a devil's bit scabious, 
here's a footy management slm 
to wander through wearing a 
big shirt, to linger In and make a 
fragrant posy for your sweet 
L heart with. 



PUTTY 
SQUAD 

Publisher : System 3 
Issue Reviewed : August 1994 
Putty Squad knocks several 
buckets of poo out of Putty. 
Thrill to 36 levels of squlshy blue 
fun, which Is more squlshy blue 
fun than you can have a- 1 
squeeiln' things in a policeman's 
trousers. Probably. Long-lasting . 
^^p^^f^rni^ur^^ ^^^^ 



ROAD KILL 1 

Publisher : Acid Software 
Issue Reviewed : January 1995 
'Don't go bulling around in that 
car, killing people, you bugger!' 
No, it's not a gritty new ad cam- 
paign from the DOT but a warn 
ing against Roadkill, the game 
that puts death back Into dri- 
ving. Probably not Sponsored by 
BSM. i 
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OUT TO 
LUNCH 

Publisher ; Mlndscape 
Issue Reviewed : July 1994 
His cupboard Is bare, and so 
poor Pierre le Chef Is on a tour 
around some exotic locations to 
re-itock his larder. Out to Lunch 
Is a tasty platform patisserie 
with sprites that take the bis 
cult. And that's no word of 
pie! 



RUFF 'N' 1 
TUMBLE 

Publisher : Renegade 
Issue Reviewed : August 1994 
Cute but curmudgeonly Ruff has 
lost his marbles, so that means 
mayhem In platformular mode 
for the likes of me 'n' thee. This 
game Is like Mlchaelangelo's 
best pencil, because it's right at 
the sharp end of the platform 



renaissance. 



A 



f ...games which ought to be in your collection. Funny thing is 
f though, that the text is an awful lot like It used to in The Emap 
I One. And mroe curiously, the write up for PGA Euro Tour was 

V^Jhe same as Cannon Fodder for the past 2 months! Go figure. 




THE 
SETTLERS 

Publisher : Blue Byte 
Issue Reviewed : Dec 199i 
Your typical god game, but this 
lime with a medieval setting for 
your diminutive charges at Ihey 
build things, do things and keep 
rivals at bay. Try leaving Ihem at 
It all night and see what the lit- 
tle blighters have achieved by 
the morning. 



SHADOW 
FIGHTER 

Publisher : Gremlin 

Issue Reviewed : February 199S i 
Umbered BEU-tlflcation from 
Spaghetti Land, where running 
away from the fray Is considered 

normale'. There are no white 
flags un this baby, though, as] 
she crouches Streetflghter-lshly 

In the gloom and snarls; 'I* 
^^^w^^Mn^b^^^^^^^^^^^j 

/SIMON THE! 
SORCEROR 

Publisher : AdventureSoft 
Issue Reviewed : February 1994 
The Brits at AdventureSoft take 
on the Yankee might of 
LucasArts and Sierra with this 
humorous graphic adventure — 
and lose. But only Just. The 
Interface Just Isn't as good. The 
puziles are tough, but don't let 
> that put you off. A 



SK1DMARI 
2 

Publisher : Acid Software 
Issue Reviewed : April I99S 
More Isometric raceware that's a 
bit arse as a one playergame, 
but a real crowd pleaser when 
two or three are gathered 
together for a few laps. The 
Introduction of cows allows us 
to say that in the beef stakes. 
Skids 2 Is a big fat juicy rump. 



A 



SUPER 
STARDUST 

Publisher ; Bloodhouse 
Issue Reviewed : December 1994 
Super Stardust, then. Or even the 
now-budgetular Stardust are the 
ultimate Asteroids clones. Their 
graphics kiss your eyeball repeat 
edly and whisper, 'Come with me 
Earthling. and I will show you 
ilhe meaning of pleasure.' 



A 
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S.W.O.S. 



Publisher : Renegade 
Issue Reviewed : January 1995 
It's Sensl, Brian, but now It's a 
game of two halves! Tactics, 
transfers and injuries plus That 
Zamblan League In full. Then, 
look out! Computer teams head- 
ing the ball and keepers with 
less butter on their gloves. The 
same, only dlfferent-er. 





UFO 



Publisher : MlcroProse 
Issue Reviewed : December 1994 
'Hello Planet Earth' say odd- 
looking blokes with frog-spawn 
guts. 'Eat lead you fiends from 
another world, you', replies 
Porky Pig. Not really. Save the 
planet, and that lakes strategy, 
dosh and whole Ice-cream 
scoops of death. 
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ilUE ATTACK 




Publisher : Psygnosls 
Issue Reviewed : November 1993 
A game that's so much better 
with two, this cute platformer Is 
transformed when the both of 
you dn it. Compete for the col- 
lection of coloured rabbits In a 
magical split-screen race against 
the clock. Now a budgety 
£12.99. by crikey. 



X-IT 



Publisher ; Psygnosls 
Issue Reviewed : October 1994 
OK, which arse changed the title 
of this game? The top punier of 
'94 was Zonked!, now It's X-IT. 
Apparently, the new title Is a 
clever play on words. Exit — XIT. 
See? I think the people who 
come up with these things are 




LIVERPOOL '95 

THE OFFICIAL YEARBOOK OF 
THE 1994-1995 SEASON 





First 500 orders 
receive a limited -edition 
collectors presentation-case 
free off charge! 




Liverpool Football Club have 
had a superb 1994-'95 season which has 
seen glory return lo Anfield in the form of the 
Coca-Cola Cup. The season also saw The Reds 
lighting tor top honours in the Premiership, and 
by virtue ol their cup win they are now set lor a 
return to top-flight European competition. 

Oxford International Publications Is proud to 
announce the launch of its 1994-95 Liverpool 



Football Club Yearbook, featuring 
over 150 stunning colour photographs depicting 
the most important and spectacular moments ol 
Liverpool Football Club's 1994- 95 season. The 
team's progress through the season is captured 
in month-by-month chapters with concise written 
accounts of the key evenls and brought to life in 
page after page of vivid imagery. Chapters cover- 
ing Liverpool's star players and a comprehensive 



set of match statistics complete what is the defini- 
tive record ol the club's season. 

This large formal book is designed, 
printed and hard-bound to the finest 
standards, and will appeal to even the 
most discerning supporter. Published 
annually the yearbook will become a 
highly collectable and lasting record of 
the team's future glories. 



ORDER BY CREDIT CARD ON: 

01865 202770 



BY CHEQUE OR CREDIT CARD FROM: 

Oxford Intemofionol Publications Lfd, 
16-1 7 Hollybush Row, Oxford. OX1 1 JH. 



LIVERPOOL 
1995 
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I would like to order the 
Liverpool '95 Yearbook 



_l United Kingdom (£19.95) 

J Europe (£24.95) 

J Rest of the world (£29.95} 



Name , 

Addres* 

>•»-•••■••• , .Pos' Code 

Crcdil cord number: 



t'H(I*tl(l( 



□ □□□ □□□□ □□□□ □□□□ 



Available from all good bookshops from the end of August 



